
 

Mouse Trap - for 10-20 players 
Players lie on their stomachs, heads into the centre to form a circle,  forearms out, palms 
facing down. 
 
Each player puts their left arm over the top of their neighbours arm (ie, cross them over). 
 
The leader starts by tapping one hand, and the tapping needs to continue around the circle 
to the left, with each hand next in line tapping in the right order. 
 
If a player taps at the wrong time (ie taps when they shouldn’t, or doesn’t tap quickly enough 
when they should), that hand is out (player puts it out of the circle). 
 
See if you can get around the whole circle with no mistakes. 
 
Once you can do the whole circle, the leader can start off the first round, then pause and 
start off another. 
 
Once you can get a couple of rounds going at once, the leader can try sending one off in the 
other direction. 
 

 

  

   



 

Windows - for 10 - 20 players 
Equipment required: large ball (the yellow one) 
 
Players stand in a circle with their legs apart, feet touching the feet of the players either side. 
 
The ball is tapped across the circle. It cannot be picked up, it cannot be caught, it cannot be 
thrown - it MUST be tapped. 
 
If the ball goes between a player’s legs, then they lose one hand from the game (they need 
to tuck them behind their back). 
 
If it happens again, then they become a poisoned rock - they need to sit down, legs and 
arms crossed and stay still. 
 
If: 

● The ball touches a poisoned rock - whoever touched it last is a poisoned rock. 
● The ball goes out of the circle, but not through someone’s legs, whoever tapped it 

(not necessarily the person who touched it last, but the one who set it in motion) is a 
poisoned rock 

● A player picks up the ball (except when retrieving it) they become a poisoned rock 
● A player stops the ball rather than tapping it back, they become a poisoned rock 

 
 
  

   



 

Fresher - for 10-20 players 
Two teams, either side of marked lines about 10m apart - behind the lines is the safe zone. 
 
The aim it to walk out and tip other people who are out of the safe zone. 
 
BUT: Whoever most recently came out from the safe zone is “fresher” and is the one who 
can tip - you must be fresher than your target to tip. 
 
Go back to the safe zone to refresh. 
 
If a player is tipped, they must go to the left hand side of the opposing team’s line. One foot 
must be over the line, and they can stretch out from there. The next person tipped then joins 
hands, by going to the opposing team’s line, and the first one there moves further into the 
playing area (ie, stretches towards their own safe zone). So the person tipped first is rescued 
first. 
 
To rescue someone, you must reach your teammates, grab hands, and run back to your 
safe zone. You are safe while you have hands joined, and can’t be tipped. 
 
  

   



 

Gotcha - for 10-20 players (maybe more) 
Everyone can tip everyone else. If you are tipped, then you sit down. BUT watch to see if the 
person who tipped you gets tipped, because if they sit down, you are free again. 
 
If two players tip each other at the same time, then rock / paper / scissors to determine the 
winner. 
 
 
  

   



 

Evolution - for 10-20 players (maybe more) 
 
Players move through a sequence of animals, trying to win rock/paper/scissors against 
animals of the same kind to move to the next in the sequence. 
 
The idea is to find someone of the same type of animal, by moving around as that animal. 
When they encounter another of the same animal, they play rock / paper / scissors to 
determine who wins. The winner becomes the next animal in the sequence, the loser goes 
back an animal in the sequence. 
 
The sequence: 

● Eggs - move by rolling around 
● Caterpillars - move around as caterpillars (ie inchworming) walking their hands out to 

a plank position, then their feet in to their hands 
● Ducks - move by waddling with their bottoms close to the ground, hands under 

armpits and elbows flapping 
● Bear - moves on hands and feet, one limb at a time 
● Zombie - moves like a zombie, arms out, can only shuffle, can make groaning noises 

if they like. 
 
Once some have reached zombie status, leader can let it play for a little longer, and then 
re-set. 
 
 
  

   



 

Hand/arm coordination games - unlimited players 
These are all about having one hand/arm doing one thing, and the other doing something 
else - then swapping sides. 
 

Rabbit/hunter: one hand is making a bunny ears shape, the other is pointing a finger at 
the bunny. The bunny hops three times away from the hunter while at the same time, the 
hunter moves without hopping towards the bunny. Switch hands and try going back to the 
other way. 
 

OK/Victory: one hand is making the OK sign, the other a victory sign, swap, swap, swap 
faster, and faster 
 

Point to 1, Point to 2, Point to 3, etc: One hand has one finger up, the other is 
pointing to the finger, swap hands and now the first hand is pointing to the other, which has 2 
fingers up, swap hands, and now point to three fingers up, swap, and point to 4 fingers up, 
swap and point to 5 fingers up, swap and work your way back down to 1 finger again. 
 

Arms up/down, up/out/down: One arm is moving up (pointing to the sky) then 
down (pointing to the ground). The other arm is pointing up, then out (to the side) then down. 
Now do them both at the same time. Swap arms. 
 

Square/Triangle: One hand is drawing a square in the air, the other is drawing a 
triangle. Each line must be drawn at the same time. 
 
 
 
 
  

   



 

Zombie Hoard - 10-20 players 
All players have their eyes closed - the area is marked off with a rope so they players can 
feel if they leave it. (supervisors to help guide them back in). PLayers are trying to find each 
other from the noises they are making. 
 
One player starts as a zombie - they walk around groaning like a zombie, and trying to find 
survivors. If they tip a survivor, that player becomes a zombie, they join hands, and work 
together to try to find other survivors. Each new zombie joins the one of the ends of the 
zombie hoard (ie, they make a chain by holding hands). 
 
The survivors walk around saying “HELP” and trying to keep away from the zombies.  
 
  

   



 

Tiny Spaces Tip - 10-20 (maybe more) 
 
Equipment: rope 
 
Players need to pair up - they will take turns trying to tip each other, so one decided who will 
tip first. 
 
The tiny space is marked off with a rope - it should be just big enough that all of the players 
have to sort of jostle to get around each other (ie, make it squishy in there). 
 
All the players get into the tiny space, they can only move heel-toe - no big steps. 
 
The tipper silently counts to 5 while their partner tries to move away from them. They then 
move (heel-toe) about the space, trying to catch their partner. Once tipped, they switch role, 
again, giving a 5 second head start. 
 
Once that’s been going for a while, try the other variations: 
 

● Players must cover one eye with their hand 
● Players must make binoculars with their hands to limit their field of vision 

 
  

   



 

Knot - 10-20 (maybe more) 
 
Players stand on a circle - everyone reaches into the middle and grabs hands randomly. 
Now GENTLY try to untangle the knot without letting go. 
 
  

   



 

3 person sit/stand - 10 -20 or so players 
 
This starts off easier if it is demonstrated by someone who knows the idea of the game, see 
Nicole if you are not sure. 
 
Three from the group go out the front, the rest are the “audience”. 
 
The 3 players sit or stand, as it suits them, without talking to the other 2. They can use body 
language to indicate how they are reacting to what the other 2 are doing. Glaring, smiling, 
hands on hips if someone if doing something they don’t like. The more they ham it up, the 
more entertaining this can be. 
 
This can get get really interesting because there is good interplay between the 3 who are 
sitting/standing, but no verbal communication. 
 
Once they have had a bit of time, swap out for a differnet 3 players. 
 
  

   



 

Amoeba/Line Tag - 10 - 20 players (maybe more) 
This is a game of tag, with 2 players forming the original Amoeba by holding hands. When 
they tip someone, that person joins the Amoeba by holding hands with one of them (so the 
person in the middle now has no free hands. Only free hands can tip. 
 
The Amoeba version: 
Once the Amoeba has 4 players joined together, they split out into groups of 2 again. 
 
The Line version: 
The line of who is “it” just gets longer and longer - remember, only the ends of the line (with 
free hands) can tip. 
 
  

   



 

Stuck in the mud - 10-20 players (maybe more) 
One player (2 if the group is bigger) is “it” when they tip someone, that person is frozen until 
they are rescued by another player. 
 
Funky dance version: 
The player who was tipped stands with hands on their head to indicate they are stuck. The 
rescuer performs a funky dance in front of them, which the stuck player must copy to get 
free. While dancing they are safe from the tipper. The dance should last a good 5-10 
seconds (can be longer if the tippers are close by so that they stay safe). 
 
Flush version: 
The player who was tipped crouches down on one knee, and holds one arm in the air, 
providing a “toilet seat” for the rescuer. The rescuer sits down on the stuck player’s knee, 
and uses the raised arm to flush to free the stuck player. 
 
 
 
 

   


